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Opemng Story

Generations ago, the world fell into deep
Chaos.

The Master had maintained the world in
a state of peace and harmony. However,
an evil one called Tanzra began to
threaten its very existence. People spent
their lives manifesting their love to their
Master awhile fearing The Ewil One.
The Master and The Evil One were
eternal enemies.

In strength and power they were almost
e N | iz 3 equals.

B © .~ Even though the world had fallen into

LY

5 ' Chaos, somehow the earth continued on

? : g i \”« . its revolving course.
¥ S (NS Imvasion and destruction...
£ o ®  These were the only aims of The Evil One.
N " To conquer the world was his only desire.
§ {48 e . However, The Evil One avas unable to
: YA “: > destroy the Master.

He ordered his six Guardians, who had
enormous strength, to defeat the Master
and conquer his world.
Even though the world was still in a state
of peace, the balance of power began to
gradually sway towards darkness.
i One day, The Evil One and his
g Guardians suddenly appeared at the
. outer gates of the Sky Palace.
The Master, who understood the real
purpose of their presence, fought with
great courage and little regard for his owvn
life.
: e The battle waged on for many days.
e S 5 The Master was so badly injured that he
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fled to the safety of his Sky Palace.
With the little energy he had left, he

erected a barricade.

To heal his serious wounds, he fell into a W“f*
long and deep sleep. T
While in a deep sleep, the presence of the hﬁ'{"— ﬁ
Master’s power vanished. W N
With no one to inspire resistance, the B #‘ﬁﬁgﬁ/

L—#"‘

forces of evil invaded the world and did as
they pleased.

With little hope for any support from their
Master, the people had little choice but to
be transformed into monsters.

The Evil One divided the world into six
lands and turned over control of each
region to his Gaurdians.

The world was completely ruined. Stone
statues the people had made in honor of
their Master became the only remaining
evidence of a once strong and thriving
society.

Several hundred vyears after the world
had fallen into The Evil One’s power, the
Master, who had long since retreated to
the safety of the Sky Palace, began to stir.
Even though time had completely healed
the Master’s wounds, his power
disappeared when the last of his loyal subjects succumbed to the
forces of ewil.

He found his once ideal world and loyal subjects now overrun by evil.
This caused the Master much grief and sorrow, but what could he
do? He had no power.

Inspired by the faintest of hope, the Master resolved to battle The
Evil One so that peace and order might once again prevail.

With the final preparations made, the Master took down the barrier

protecting the Sky Palace and silently began his mission to destroy
The Evil One’s hold on his earth.

5
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THE OUTLINE OF THE GAME

As you develop the land, your power will gradually be restored.
With renewed power you can rid the earth of all monsters.

M e Y

“ActRaiser” takes place in a world invaded by
the forces of evil.
As Master, you must defeat all monsters in each
Action Mode in order to purify the land that is
being dominated by evil. Each land has two
separate Action Modes, “ACT I" and each of the
six districts has one Action Mode.
Upon completing ACT I, of an Action Mode you
move into the Simulation Mode. An orderly
development of the land will result in an increase
of the population, which will raise your level and
fighting strength.
In the beginning, you will only be permitted
entrance to Fillmore. To visit other lands will
require that you increase your level. Your first
mission will be to purge the land of Fillmore,
cultivate it, and raise your level.
Below is an example of how you will progress
through the Action and Simulation Modes.




As the once- rulingﬁdaster“? ur task in the Action
Mode is to regain control\of all the land. To
saccompfish'this task you havichosen the statue
a migh® warrior to ¢ your spirit.
st be cnrﬁpleté’ ’before moving into the
odeXEach |aﬁd/tFﬂ‘SJTWO ACTION
e you have sealed all the monsters'’
Ia\Ys/m»fhe Similation Mode, you can advance to
ACTY I[ % '

f.t"."ﬁ?‘g “RHF TIHE R:el-,.?fm:q-ﬁ_ AANn

Si[\x’\ULi‘-\TIOH MO)B)IE

The Simulation Mode begins upon completion of
ACT I of each lands’ Action Mode. Your task here
is to develop the land and increase the
population. When the population increases to a
certain number, the Master's experience will
raise a level and his HP will increase. The higher
the Master’s experience and HP level, the more
prepared he will be for the next Action Mode.
People will cultivate the land in the direction you
advise. Using the Master’s resurgence, lead and
direct the people through the many incidents and
events that take place in the Simulation Mode.




~ AREA GUIDE

A NEW AND MYSTER:'OUS LAND AWAITS YOU-’

st and lonesome desert. Rain
: ___,_,-__ul‘lr!'l,g{‘,_-}-k{?ﬁ’?‘?ﬁrf‘l f’ ‘ln—ﬂﬁnﬁ
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The world is divided into six lands. The fighting is going to start in Fillmore,
right in the middle of the map. You must purify the lands one by one.
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GAME PLAY

For cnmplete game play, read carefully
CONTROLLER OPERATION
Controller Operation is described below. The
function of each button may change depending
on the area you are in.

CONTROLLER Y BUTTON
X BUTTON
L BUTTON \ R BUTTON

START
CONTOROL BUTTON A BUTTON

o SELECT
BUTTON B BUTTON

:_h_ Moves the main character in the Action Mode
and moves the Angel in the Simulation Mode. It
also moves the cursor.

Shrinks your view of the world map.

| Enters the selected command in the Simulation
— Mode. Controls jumping motion of the warrior in
the Action Mode.

| Enlarges your view of the world map.

| Cancels a command selected in the Simulation
Mode. Controls the sword in the Action Mode.

Start or pause the game.

Not used during the game.




TO START GAME

Insert your ActRaiser into your SUPER NES and turn the power
switch on. The title screen will appear. Push start to begin.
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When playing the game for the first time, select
“START” on the title screen. To continue, select
“CONTINUE” and press start. You can begin a
new game at any time, but it will erase the game
you had been playing.
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Decide the name of the Master. Input the letters
of your name and title as instructed on the screen.
Once completed, push START BUTTON. Without
registering a name, the game will not begin.

When you want to stop in the middle of the game,
use the commands in the Sky Palace or the
Simulation Mode. Select “Other” and then

“Progress Log” . This will enable you to save
the data. Please note, this game pak can only save
one story.

MNTINLIING A CAVED CCAME
k .-! L% | = .""'.:-1 wEL LY 3 b=

SIANVIE

To continue a previously saved game, select
“CONTINUE" on the title screen.

j =y | wIIINAS i 1
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If you switch on the power and hold L and R
buttons down on both controllers until the title
appears, all previously saved data will be erased.
Thereafter, you will be able to start a new game.



THE SKY PALACE

Your game will begin in the inner chambers of the Sky Palace.

The Angel will help you through the beginning
sequences of the game.

Read the instructions carefully as they appear on
the screen.

OPERATING THE GAME ON THE MAP SCREEN
AND THE SKY PALACE

¢ :ilhmgel,'f Enlarges your view of the world map.
Va: Uimie]'l Cancels the selected command.

0wl B Shrinks your view of the world map.
'B BL ~ Shrinks your view of the world map.

Controls movement of the Sky Palace,
also identifies which command you wish to
select.

THE INNER CHAMBER SCREEN  Current Population of Land

Plus Total Population of
World.

Power Needed to Perform
Act of Nature.

Master’s HP.

xExplanation of Selected Icon.

Land Name.

K867 94
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Angel. The Master’s Loyal
Servant and Counsel.

Command Icons. \ Message Window.

o
12



From the inner chambers of the Sky Palace you
COMMAND can execute eight different commands. Using
GU'DES the control pad, select the desired command
and press B BUTTON.

Selecting this icon allows you to

; : T M VE move the Sky Palace. You may also
5 : . enter the Simulation Mode by

selecting this icon.
5

&= | BLOODPODL |

m SKY PALACE MOVEMENT

Selecting this icon will change the screen from
the inner chambers of the Sky Palace to the map
of the world. Use this command to get an aerial
view of the developing world.

OBSERVE THE PEOPLE

Selecting this icon will allow you to move from
the inner chambers of the Sky Palace to the
Simulation Mode. This command cannot be
used unless the land has first been purified.

This icon will allow you to select the
fighting and magic icons.

FIGHT MONSTERS

Selecting this icon will send your spirit down to
embody the mighty warrior statue.

ﬁﬁﬂ? TIHE 283 SCORE L]
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Select
A i C

= SELECT MAGIC

e Selecting this icon will allow you to determine the
magic spell to use during battle. Various magic
spells will be obtained during game play.

H4ﬁlﬂq&u‘t L




"l_l" This icon will allow you to access
" I the wvarious status screens.

E STATUS OF MASTER

Selecting this icon will display a current status report on the Master.
Also displayed will be the population level to be reached before advancing
to the next level.

| Indicates the Master’s composite
strength.

Indicates power needed to
perform an Act of Nature.
Indicates the Master’'s physical
strength.

"8 Indicates Magic Power available to
~ use.

b=t Indicates total number of people
ivsieT)l inhabiting the world.

Displays the offerings you have
accepted during the Simulation
Mode.

Indicates the population level
needed to advance a level.

. VAGIC Displays the magic spells that can
m be used by the Master.
STATUS OF CITIES

Selecting this icon will display the status of each town. You can periodically
check on the development of each town.

Displays, by name, all six lands.

Citios Fopulation Ja34a48 |

AT SN & Btat Ly Ttom|

STAT Displays the speed at which each
(SFEE[I;A“GH) town’s population is increasing.

ITEM Displays the number of offerings
{OFFEHIHGS} found in each land.

" Displays the current population of

each land.

.~ Displays the cultural level of each
| land. The higher the level, the more

developed the land.

FILLHORE 7IF HoTm
BLOODPOOL 440 Ston
KASAMDRA 673 MHorm
A LTS NG Nono
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TYPES OF POPULATION SPEED
Five types of population speed are
displayed.
Below is an explanation of each.

m Indicates no people currently
inhabit the land.
m Indicates population is increasing

slowly. Your people may require
a special item or may need more
purification of the land to increase
population speed.
NOE Indicates population is increasin
@ J_}h[ﬁ Eﬁ@ pop 5

very consistently.

Indicates the people have a
~ problem and, until it’s resolved,
the population will not increase.

m Indicates the current population

has reached its full potential.

BRARL T LENORE

28952854

Hessauo
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8123456789 |
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PROGRESS LOG

To save your game, select this command and
choose either “Yes” or “No” . Only one game
at a time can be saved. Every time you save a new
game the previously saved data will be erased.
Remember to push the reset button when turning
the power off.

- MESSAGE SPEED

Controls the Message speed.”9" being the slowest
and “0" being the fastest, move the cursor with
the control pad and enter your selection with B
Button.




ACTION MODE

RID THE LAND
OF ALL MONSTERS

FROM MASTER TO WARRIOR

sconk Your spirit brings life to the flawless statue. Your
o R * 2 quest is to rid each land of the evil that infects
I'E l'll."l l! t :

* = | it. Access the command window and select the
e e e | “Fight Monsters” command to bring life to the
a2 W mighty warrior.

|-'LH(".;I'|] I-.I! IHJIH'I}UI.

GET READY FOR MAGIC!

Throughout the game you will be given different
magic spells. Once you've collected some magic
spells (before selecting the “Fight Monsters”

Mode) select which spell you will take with you.
Each time a magic spell is used it consumes 1 MP.

MAGICAL FIRE

Fire balls will be thrown to the right and left
attacking monsters in your path.

MAGICAL STARDUST

Countless shooting stars fall from above injuring
any monsters on the screen.

.
S
- MAGICAL AURA
3

The aura of the Master will become a giant ball
of light, launching a rotating attack.

MAGICAL LIGHT

A powerful light from the Sky Palace streams to
earth to the right and left of the warrior, injuring
16) all monsters in its path.




(@NTEG&LER OPERATION IN ACTION MODE
gy Y BUTTON

# Controls sword movement.
% Throws force fields from the sword.

et B BUTTON

& ) % Jump
* When used with Y BUTTON, you can jump and
| attack.

A or X BUTTON

* Allows you to use the Magic Spell you are
carrying with you. You must also press the
| control pad up when pressing the button.

ey CONTROL PAD:DOWN
* Kneel down. When you use with
Y BUTTON, you can kneel and attack.

59 CONTROL PAD:RIGHT AND LEFT

* Moves your character to the right and left.
Where necessary, you can also retreat.

THE DISPLAY

Time : When the time limit reaches zero,
Remaining lives, YOU will lose one of your lives.

| F |
3&?3 I'I 1iE 288 7 "ES"“S".::

1iE i

rn;nnl!tuun !‘
= -L'!
I

Warrior's Life Gauge. Indicates the number of

times you can use magic.
Enemy’s Life Gauge. Y 8

Type of Magic Spell.




DEFEAT THE GUARDIAN!

How to move Jto the Action Mode.

Flend b enemies, treachemus obSIacles and
time will try and prevent you from reaching
the evil| Guardian ofl Eéch land.

POWER-UP\L
Light Orbs p gar th
the Orbsw;h
that will aid

DEFEAT
THE ACTIO W
At the end of eag ion\phtsefyocwill face a

formidable foe. i ! ily"tonquered

TWO ACTION ASE \lN EACH
LAND b

Each of the 6 ActRaiser lands combine two action
phases with a simulation in between. Clearing the
first action phase allows you to begin work in the
Simulation Mode. Listen carefully to the advice
and instructions you receive.
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ITEMS

Items will appear in the Action Mode.

e e — x -~ m— -

: Power ups and items are hldden throughout the
5 game. Once revealed, they will be on the screen
for only a short time before disappearing.

e e T e e S e R e L I L b e L BT S

HALF APPLE

1/4 of your life gauge will be restored by taking
this item.

ORIGIN OF MAGIC

Each magic scroll will increase your MP by one
point.

1000 BONUS POINTS

The 1000 bonus points is the highest available in
the game.

PROJECTILES

One of the items you collect will allow you to
throw crescent force fields from your sword.

WHOLE APPLE

A whole apple completely restores your life
gauge.

500 BONUS POINTS

A bonus of 500 points. The more points you get,
the easier the game will be.

1-UP

An extra life for the main character.

CRUSH

Taking this item will instantly destroy all enemies
on the screen.




SIMULATION MODE

@ The Object of the Simulation Mode.

In the Simulation Mode, help the people re-establish their culture and develop a peaceful
civilization. First, a group of leaders will appear and confide in you their problems.

Direct and help your people to develop their towns so they may flourish.

As the overall population increases, the Master’s Level will rise and his HP will increase. This
will make progress in the Action Mode easier. The Magic offered by your people in the
Simulation Mode will also help \mu battle monsters in the Action Mode

CREATE NEW CIVILIZATIONS

FTER THE BATTLES YOUR LEADERS ARE BORN.

Upon completion of the first act of any action
phase, you move into the Simulation Mode of that
particular land.

In this mode, you will have an Angel as your onal
servant. On occasion he will offer advice, so
listen carefully.

Developing the lands efﬂr_‘lently requires the
skillful use of “Miracles” in removing various
obstacles and the effective direction of the
people’s building efforts. When the “Town Under
Construction” message appears on the screen,
you can be assured the population is about to
increase.




CONTROLLER OPERATION IN SIMULATION MODE
TEET T B BUTTON

% Calls up the display window.
# Enters selected commands.

Y BUTTON

% Cancels entered commands.
% Shoots Angel’s arrows.

CONTROL PAD

% Controls the direction of the Angel’s
maovement.

% Controls the movement of the “YELLOW
SQUARE".

AREA DISPLAY

The name of the land you are in. -

Current Population of Land/
" Composite Population of World.

Power Needed to Perform
- Acts of Nature.

.. Hourglass : Each time the
i "\ sand has run to the bottom
of the hourglass, the town
will grow.

= Your Loyal Subject.

5 HES
OrtunAate ld.
hiny haveenad.

-Message Window.
W TR UG v | |
- Angel’s life gauge. Each tim

the Angel bumps into an enemy

the life gauge decreases. The

life gauge is restored as the

town grows.




COMMAND GUIDE FOR
SIMULATION MODE

B BUTTON will call up the command window.

Allows you to return to the inner chambers

== 1O MOV Enf the Sky Palace or select an aerial view of
L the world.

R T 22037080
o e — - - A

E RETURN TO SKY PALACE

Returns you to the inner chambers of the Sky
Palace. When ready to enter the fighting mode,
return to the Sky Palace first by using this
command.

SKY PALACE MOVEMENT

Selecting this icon will allow you to view the
developing lands from the Sky Palace. You can
also move the Sky Palace to other lands. Once a
town has developed and the Master’s level has
increased, you, if you choose, attempt to clear
ACT | of another land.

o0
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[3¥] DIRECT THE PEOPLE

BUILDING DIRECTION

By selecting this icon, you can instruct your
subjects in the art of town building. Moving the
Yellow Square in the direction you desire and
pushing A Button will begin the building process.
The maximum number of spaces you can move
in one turn is 8 blocks.

B FOR EXAMPLE...

| The two photos at left are an example of how the
| building process works. Once the directional
arrow disappears, you know the building is

i ‘l.l?'f-'.-#-l‘l

LET US LISTEN

Selecting this icon allows you to communicate
with your subjects. As with any growing
civilization, your subjects will need your help in
solving their problems.

. PROBLEM SIGNS

The appearance of thought
balloons (see photo at
right) is a sign that your
subjects are experiencing
some problems. They may
need your help, so listen
carefully.

P



E MIRACLES (Acts of Nature)

k=l 25l This command allows you, through Acts of

: Nature, to remove obstacles that may be
hindering progress or worrying your subjects.
You will, however, need a minimum number of
SP to perform these acts. Your SP will increase as
you defeat the pests that inhabit the land. Once
you have selected which miracle to use, move the
Yellow Square to the area where you want the
miracle to take place.

B
LIGHTNING

A very useful Act of Nature that consumes little
SP. This miracle destroys bushes(the smaller
trees), Palm trees, rocks, houses and fields.

SP CONSUMPTION & [¢
I[N RS DESTROYS BUSHES, TREES, HOUSES, FIELDS AND ROCKS

“'-' RAIN

The wise use of this Act of Nature can cause many
miracles. Rain will restore dried-up fields to
productive fields, which in turn may resume the
population growth. The rain will also turn vast
barren deserts into lush and productive
grasslands.

SP CONSUMPTION J-2e)
T3[R EJ] DOUSE FIRES, TURN DESERTS INTO INHABTABLE LANDS
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Sunlight will also be a valuable tool as you move
to new lands and help your subjects reclaim
marsh-infested lands. With enough sunlight,
even the arctic lands of the north can be
inhabited.

SP CONSUMPTION pm<ie)
RESULTS MELT SNOW AND DRY UP MARSH LANDS.
Ead o

The wind, too, can be a powerful ally. It is strong
enough to blow any flying enemies away. Its
power can also be put to good use by some of
the lands you develop.

SP CONSUMPTION [gg-1e)
1311 BT WILL BLOW ANY MONSTERS WITH WINGS AWAY.

EARTHQUAKE

This fearsome Act of Nature is so profound in its
: i impact and effect it will require an enormous
rrrressemiid  amount of SP. Unlike the other “Miracles” , an
B | carthquake will affect the entire land and may
even affect an entire continent.

SP CONSUMPTION j(sle)
RESULTS DESTROYS HOUSES, FIELDS, ETC.




!_f . @FFER N@S Take and use offerings that
your people have found.
As each town develops, people will find many curious things and present them
to you as offerings. Most offerings you accept will be valuable possession in

your battle against evil. Be selective though, as you can only possess 8
offerings at any time.

EELE FILLWORE = A89%% m
Lmrss. TAKE AN OFFERING

Bridve

Selecting this icon will allow you to choose which
offerings you will accept.

Your loyal subject, the Angel, may tell you when
your subjects have an offering to present.

USE OFFERING

Selecting this icon allows you to use the various
offerings in your possession. Some of these
offerings, if shared with other lands, will help
those lands develop.

WHAT ARE OFFERINGS ?

Throughout the Simulation Mode portion of the game, various items will be
found and presented to you, the Master. Listed below are some of the items
your people will find if you guide them wisely.

SOURCE OF MAGIC

This item will increase the Master’s MP.

BRIDGE

Sharing this technology with other lands will
make the people who developed this technology
proud.

BOMB!

When used in the Simulation Mode, will eliminate
all monsters on the current screen.

WHEAT

When offered, will turn less productive fields into
more productive wheat fields.




"F‘"'" STATUS Selecting this icon will allow you to
review conditions and status logs.
LW @F HFP 1Ff

E STATUS OF MASTER

next o700 |JEEEE Displays the current status of the Master. See
ARl (188 | page 14 for details. Pressing B BUTTON will also
TR Er e allow you to view scores from the Action Modes
Bl & & | yvou have completed.

m STATUS OF CITIES

Indicates current conditions of the towns. When
SLoopro _ Slow or Stop~ , appears m‘the “Increase
Ar1TOS in Population” column, that’s a hint the town'’s

et ie: people will need some help.

4

PROGRESS LOG

Saves the progress you've made in the game. This
function can be accessed at various locations
throughout the game.

-| MESSAGE SPEED

ikpistbedl | Allows you to select the desired message speed,
Fauste—=S 10w i - i T .
9" being the slowest, “0" being the fastest.




PURPOSE OF THE
SIMUlATION MODE

INCREASE THE POPULATION ?

Developing each land in an organized fashion
allows the maximum population potential and
has a very important purpose. As the population
of each land reaches a certain level, the Master’s
experience level will also increase.

As the Master’s level increases, his life meter for
the Action Mode increases as well.

ABOUT THE SIMULATION MODE TERRAIN

B WHAT'S REMOVABLE 7

The geographic features shown at the left will
hinder development and cultivation of the land.
These features can also be
eliminated by using the
Miracles(Acts of Nature).

B
B WHAT'S NOT DESTRUCTIBLE ?

The geographic features shown at the left are
permanent features that cannot be destroyed.

B OTHERS

Cultivated fields are a very precious commodity.
Nurture them properly. With proper
encouragement and direction, the people of each
land can seal up the monsters’ lairs.




WHEN ALL THE SAND
FALLS TO THE BOTTOM...

— Once the sand in the upper half of the
e ——— hourglass reaches the bottom, the “Town Under
St 0 BEESYEH  Construction” :phase of the Simulation Mode will

g begin. Movement of the sand from top to bottom
is regulated by the passage of “"Real Time” . The
passage of time will be suspended while in the
Action Mode, in the Sky Palace and during certain
phases of the Simulation Mode. When "Town
Under Construction” appears on the screen,
homes will be built, new portions of the town will
be developed and the population will increase.

THE
HOURGLASS
ICON

O B T

=i ISTEN TO THE VOICE OF THE
; I 1 PEOPLE

With any developing town, problems arise. Listen
to the concerns of your people and determine
which Act of Nature, when used, would best solve
that problem.

If problems are not successfully resolved, the
development of the particular town may stop,
which would prevent the population from
increasing.

LISTED BELOW ARE SOME OF THE PROBLEMS YOU WILL
CONFRONT

T

CEOC EMERGENCIES B = OTHERS 3
GRME RALLUORE R X.23879726

Let us
Listen

2 R A%89983

Let us
L ysien

|||||||||

=k er,
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You will be asked todo  On occasion People will share other
something about the emergencies occur situations with you
geographical obstacles  which will require your  that will require your
that prevent extensive  attention. help.

development of the
lands.



Once the people have enough
confidence, you can lead them to
the monsters’ lair by selecting the

“Building Direction” command.

Once at the lair, the people will
seal it. As shown in the screen shot
above,

MONSTERS
ON THE GROUND TOO

The monsters in the Simulation Mode live to
make the development of the land difficult. To
identify how many monsters are in a particular
lair, press B Button while hovering over that lair.
Use the arrows the Angel carries to destroy the
monsters in the Simulation Mode. Any contact
with the monsters will decrease the Angel’s HP.
If his life gauge is completely red(empty), he will
not be able to use the arrow. Time will restore the
Angel’s HP. The amount of SP the Angel gains is
determined by the number of monsters
defeated. When the Angel’s life gauge is empty,
try using some of the Miracles to effectively rid
the land of monsters.

SEAL THE MONSTERS’ LAIRS !

The monsters’ lairs can be sealed by developing
the land over the lairs. This, however, can only
be attempted once the population of the land has
reached a certain level. The people of Fillmore
will offer you a clue as to what that level will be.

MONSTERS FOUND N ThE SIMULATION MODE
NAPPER BAT

Attacks homes and kidnaps
people.

Uses thunder to destroy homes
and other things.

RED DEMON

| Scorches and dries up
| productive fields.



CULTURAL LEVEL

Cultural level refers to the developmental stage
of towns. As the level increases, the style and
quality of homes improve, allowing the
population to increase. The maximum Cultural
Level each town can reach is Level 3. These
homes are earthquake-proof.
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Fillmore Level 3 Modern
Home or Factory (purple
roof) can house up to 8
peaple.

Fillmore Level 1 Mud Hut Fillmore Level 2 Log Cabin
can house up to 4 people. can house up to 6 people.

= ;FW, ADVANCED
| : DEVELOPMENTS

For each land to reach its maximum development
level, roads must be constructed in every

possible direction. The more roads you develop
the more homes and fields get developed.

DEVELOP EVERY INCH
OF THE LAND

Since there are no clues on where offerings are
hidden, it is important that you spend valuable
time developing every available piece of land so
your people may find all the offerings each town
has concealed.

There are several ways that may help speed a
town’s progress from level 1 to level 3.(NOTE: By
using the methods listed below, you will sacrifice
the lives of many people.)

* Use Lightning or Earthquake to destroy the
older homes.

* Allow any fires to burn themselves out.

* Allow the Blue Dragons to destroy the homes

for you. @




his will eliminate all the monsters and
u and your pecple to develop the town

. NAPPER BAT . NAPPER BAT
. BLUE DRAGON . NAPPER BAT

“Rain” to put out




How to use "Offerings

After sealing two of the monsters’ lairs, direct the people to Point A
and they will offer you a “Source of Magic™ icon. Note: You must
take an offering before you can use it. First, push B Button to open
the command window. Select “Offerings” , push B Button to then
select the “Take an Offering” command.

Don't forget to take
offerings.

T RERITL Tu| Pay close attention to all information, not just the bullding
direction.

If you follow the suggestions of your people and cast "Lightning on
Point B, the "Magical Fire"icon will be offered. When the development
of this town reaches a certain point, your people will begin to fish.
A “Source of Magic” icon will be found and offered.

“Source of Magic™ is
offered when vou destroy r ks,
R S0l Acquiring new technology.

g o

3 When you seal the three monsters’ lairs, your people will discover
& “Bridge” technology. With this technology, you can build homes on
the other side of the river. This will enable you to seal the last
monsters’ lair (@). Be sure to take the new technology with you into
Bloodpool.

Retain the “Bridge”
li.-L’rutuInM for it can be used in another land.

Defeat the last Guardian in Fillmore.

After sealing all of the monsters’ lairs, your people ask you to defeat

“Minotaurus”, the Guardian controlling Fillmore. Return to the Sky
Palace in order to enter ACT [I. You must successfully clear this ACT
to restore peace in Fillmore.

Palace.
START ACT Il
Push B Button to open the command window. Select”Return to Sky

Palace” with the control pad. After returning to the Sky Palace, open
the command window and choose "Select Magic” under “Fight” .

Enter ACT 1l after completing your preparation.

If you are having difficulty clearing ACT Il try returning to the
Simulation Mode. Build roads across the land. This will help increase
your population. As your population grows, your level will also
increase, extending your HP. This should make ACT Il much easier
to clear. When you use the “Compass” icon acquired in Bloodpool,
a “Source of Life" will be offered in Fillmore. If used in Marahna,
the “Source of Magic” will be offered. The “Compass” may only
be used once, the choice is yours.

ITEM LIST. There are seven items that may be acquired in Fillmore. "Bridge”
technology and “Magical Fire” are the most important.
Bomb! Strength of Angel Source of Magic x2

. S R R R R R R Ea——E————————,

Source of Life Bride : | Magical Fire
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~ Use the “Magic Skull” '

here,

ITEM LIST@

| Compass | Source of Magic Source of life Magical Stardust |
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away the bushes around the monster
direct your people to the lair so they may
Next dry up any marshes with the “Sun™
. Give the“Bridge” technology to your people
selecting the “Use Offering” icon in the
Dfferings” command. Now you will be able to
al the monsters’ lairs @and(®).
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There are eight items that may be acquired in Bloodpool. Try and take
“Wheat™ because it feeds more people than the corn fields.

loaf of Bread |  Magic Skl |

"



Kasandora is a land covered beneatllil
is necessary for life here. Turn the de
with the “Rain” icon under

begin to develop.

B e e R TR
There are no obstacles besides the
to seal the monsters’ lair neares

be most helpful if you develop
direction rather than in several dir

BLUE DRAGON RED DEMON
NAPPER BAT |4| RED DEMON
Use “Rain” to clear the Deset R e

Turn the deser ‘green fields by using the “Rain” icon under
“Miracles” . Some of monst; s are hidden beneath the sand
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There are seven items that may be acquired in Kasandora. Use the
“Harmonious Music™ in Bloodpool and the “Ancient Tablet™ in Marahna.

Strength of Angel Source of Magic x2 ,
Ancient Tablet Harmonious Music
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g, 8 bushes. Before you start developing the town,
-. 1 the bushes with “Lightning” . Try and seal
sters’ lairs in numerical order(1),2),3) and
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A serene landscape with
windmills.




Marahna is a chain of islands in the sea,”
under a deep jungle full of palm t:
Building a town will be very tough
accomplish this task by fully utilizing a

1] BLUE DRAGON [2]  NAPPER BAT
3 RED_DEMON ﬂ _BLUE_DRAGON

There are five items that may be acquired in Marahna. Be sure all of
them are in vour possession before leaving.
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th n you can begin to develnp the town. All
1sters in this final area are very powerful.

RED DEMON |2| SKULL HEAD
SKULL HEAD 4| BLUE DRAGON
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n this last area, there are two SKull Head lairs from which yvou wi
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Od luck!
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lTEM I-IST. There are five items that may be acquired in Northwall. Remember to
get  "Magical Light™ and “Source of Life” .




90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

90-DAY LIMITED WARRANTY:

Enix America Corporation ("Enix”)
warrants to the original purchaser that
this Enix Game Pak (“PAK”) shall be free
from defects in material and
workmanship for a period of 90 days
from date of purchase. If a defect
covered by this warranty occurs during
this 90-day warranty period, Enix will
repair or replace the PAK at its option
free of charge.

To receive this warranty service:

1. DO NOT return your defective Game
Pak to the retailer.

2. Notify the Enix Consumer Service
Department of the problem requiring
warranty service by calling: 206-861-
4927.

Our Consumer Service Department is
in operation from 10:00 A.M. to 5:00
P.M. Pacific Time. Monday through
Friday.

3. If the Enix Service Representative is
unable to solve the problem by phone,
he will provide you with a return
authorization number. Simply record
this number on the outside packaging
of your defective PAK and return your
PAK FREIGHT PREPAID AND INSURED
FOR LOSS OR DAMAGE together with
your sales slip or similar proof-of-
purchase within the 90-day warranty
period to:

2679 151st Place N.E.

Redmond, WA 98052-5522

This warranty shall not apply if the PAK
has been damaged by negligence,
accident, unreasonable use,
modification, tampering or by other
causes unrelated to defective materials
or workmanship.

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED
WARRANTIES, INCLUDING
WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR
PURPOSE, ARE HEREBY LIMITED TO 90
DAYS FROM THE DATE OF PURCHASE
AND ARE SUBJECT TO THE
CONDITIONS SET FORTH HEREIN. IN
NO EVENT SHALL ENIX BE LIABLE FOR
CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE
BREACH OF ANY EXPRESS OR IMPLIED
WARRANTIES.

The provisions of this warranty are valid
in the United States only. Some states
do not allow limitations on how long an
implied warranty lasts or exclusion of
consequential or incidental damages,
so the above limitations and exclusion
may not apply to you. This warranty
gives you specific legal rights and you
may also have other rights which vary
from state to state.



2679 151st Place N.E. Redmond, WA 98052-5522

Game Counseling Line [206)-861-4927



